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(54) ^-Aj£g&t*y-Ara^iE®K#: 



(57) 

[gift] ^ , u-f+5cJ:ot:*fPmilBttP r u^+*^ 

B8*a:r*ci<Dr#s, ^-A^s&tfy-- Attests 

C*fiR] ^9^±«:a«[©^u-f>5|-^*^ h (PO 
1-P03) < t»^ + ^^^X»3*«ffl^7'U-Y+©^ 

hNP l , NP2«:SSUTlil»L/c^ 



NPl NP2 




1 

m&ttcWttfbti, rfXsA^XrfVx.*? t&-?y7'±~C& 
-i^X^Vx-t KcjljiT&y-A^gr&oT, 

mTE p y ^ Aiatt^S^f a« 2 tir c » s y- A 7*n y 

$n^y-Ay*P^^AcbLT, 

5*StfS:/U-f * h^Tj^JfJp^p^ A<b, 

h«7n8flf»:/ny^A£, 20 

«TCfMW*« bW B»^Wtc«^ $ ^ £ <t £ . fjf BSifc 
tosraitKiffi^r 4«H«*i85 < z> c t cc j: 

C±*WB£TS. ^-A^g 0 30 

*J»BrSS«B*SMfcStt4. »*3BlCc8BK©y- 
ARB. 

i(ctBiscDy-A^g 0 
WE^u-***^** m*> 
lWE*:/^*-*:/^** h^ftiJiaj^n^^AOi, Iff 



«fH 2 0 0 2 - 6 6 1 2 6 
2 

€>Mii^is^«^/cy-A^gcc^aLr. sKg&tc 
^x# htciia*r^y-A^tf ^c^-at'p^ 

ffljyp^^Ai, 

o^i/>fM^x^ Kofflt-rs^fiaB^e)^^ 

fcttOJ^fcTS tftHfiHWffll^ P y ^ A <b « 

[M«qi8] «r3Ba»ttHW»^oy^A«, 

b^?¥fiTSWriBvy^±coj^«{iB 

aW«Br#*«B*»l:S**. B3lW5«:EH©y- 

AtffRIBlt^f*. 

[B*3«7 ] «TEW*iB«a^«W^ny^Att, PSW 

W*it§7*P^7A^, 

«rEm»i5ffl$iiffli^py^A«, m&<Dzfi><<**7is 
5{cEig©y-A^g 0 

Effl*^u^ + *^*^ h*»^U^o*©«7rfiB 

^o^oa^aBiSEfbs^i^ciy^Ai**^ it 



(3) 

3 

UK*. 

^* ? b icMM? Z>¥- A iff 5 /^©y-A^P 

wiay-Att, *ti6ta^i^scc v aa^^n-M-:/ io 

7Ai, 

^•^x^ v^mnmy'u^'y^t, 20 

tc«J K) Ift * £ /ctfXDtf »B#H W 0 SWffli a y 5 A 

a^WflP^ny^AitKttl/fc. y-AtWBBfBK 40 
Cn*S 1 0 ] «r8B?f»nItBtt»0«FBI*^«BBl^n y 

[0 00 1 ] 

[*es©K-rsttas^»] co^i^y-A^as^y 
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* h + 9 f^Xtt*f«fflf* + ^ * *«CD#y U 

[0 00 2 ] 

m<o* + ? 2 $*mmi,tcvm* + 

X.W + r*o. 

ccs-^c > r tuff *$»JfflJ*r & y- a fr-??c, 

[0 0 0 3 ] 

[0004] -en^xtc, co^i©i/c^sK)«, 7* 
^ u i-^ + ^ * # oisg&K £ m # ^m^x 

scxy-A««aBfB«t**««-r4cir*4. coife 

xtmm&wzji^ <fijfflury-A7*u>f ccwwata 
H^sifigi/ooy-A^jitfr^ci^r*. y-Ao 

b^^ioci©rf^> 4 y-A^sa^y-Attw 
ib tt ssi* * mm t *> c t x & z> e 

[0 0 0 5 ] 

» (30fc«i<D»j£B8«*SW«. LCD 1 2) ^Rjl 
WfcR6*6*u ^u-f+*^*^h (P01-PO 
3) ftv^^i-c^tts-esiarcc^u-f+cci^riR 
f^r*3tcc^^u-fir*^^*^ h (NPi, NP2) 
tcSisr^y-A^-c^or, y-Ayuy^A^ria 
«-r*^ny^Aiatt#a (rom2 2) 

zmmTztctbcomttm (i 3) r/py^Afatg 
*s&cfBttsnr^sy-A^uy^A%«ia-rs«iffi 
*S(cpuii) <b^«x.^ 0 ^oy^AiBi**s 



(4) 

5 

S5) :?w+*:/^** b&thmw^ufvJ* 
(010 cds 3 2) t> i^mmmm^m'&y'a??^ 

(OB*S*1"S/c«)Oai30S6 3) <b, ttmsH 
«WSJI:/o^A HI 1) ifciEttT*. 

B*pJ«ecu a«M8H^K:#aE'r*#^u-f+*^ 20 
[0 00 6] iMrit l»»«SH*(KBJ:/n^A 

9 fa m^cmimmm<Df?&ir2> <h * , »»»cc J: o r 

[0 0 0 7 ] *i^2®^ <»3|&B 5 40 

ttray-Atfra«at^rc*s. coy-A««iB« 



2002-66126 

6 

tf& 0 waisft«^*ijt»^py^A«, waists* (w*. 

[0 0 0 8 ] >nm3a>AIB <»«3I9(c«a»l8) 

ft, ^-/W^^h^y^ltSUSttii* 
cc y u >f +> cc <t o r fitftr s & u -f + * * * 

ifKiW^o ^ Ai, fTttl^lBWDftiLWflBl^D y 
i*£ 0 WjftHII««^Wiai^py^AW, WAI9»«:^ 



7 

*J>x.i> h*y W+*>££t3r 5 GCTS. im 

mm®*)mz.uwyv ^ a« v v'^j^tnwtm--? 
u -< +#&mcviwsimcvi*) muz, * im^nmrm <o 

mm^W&y'a y^AU, i#©y iw i»y W+tf 

[0 0 0 9 ] 

imxonm c©»Hcc«fcihtf. yn'-Hcj^rMi io 

it) tm&&zm&lc*si,>X> 8afe©yw+>**5* 

k>, y-A©sei!*^[6]±Lfco. y-Ayu-r±©ss 

+ *©l2gfegX«:^8tl{ig£±^ < *"JJS 
L r y- A y IW K ^fOftaSf £{!<5S L r>~z> f- A£ it 

trr sciccto. y-A©EQ$£isj±-ci*. yw 
+#g&*sc£&<gfflray-Ay w*5?si/t?c<b© 20 
-c#£, y-A$ggRtfy-AtttBfati^ft#sf#6ft 

(Dtm&fmmm s n^y- a«c ts^r , tf» 
ao. y-A©^®5:(6]±-c*So 

[0010] 

[3dt«] Hittcosw^jBsnsy-Artg©— 
wi^Tn-ry-AiiMwsr&So ii^tiit, c© 
JUSfiaJoy-ArtgoiitsssiKT*. c-©y-A-e 30 

«. poi~po3o3o) yu-r-w*. cne 
©yu^+t^if hpo i~po3*y-Ayu^ 

±W3»<fcS:bftSMta<ag{Ci3gU ■€■©*© 1 -3 ( m 
i«P l ) Z&iRLX#-&y'vj<Dtcisbia&W)$i± 
So C©££, yu-f+*"BHll±-Cja4C4*r*S« 

k©ssh«. s/u-ftt^y^i' h p i -P3©[Sjt^ 
*So mtf. m»©ffiis«. ^u-fw^ii' h p 40 

O 1 ~P0 3©[Dll,»ri>S^[6](C4ya 2> ^HU73S-C4 

5g©#e-e)£a5£Hftff5X«raM-e£> o , -e©mif® 

HrtK»S«j (fltsyn? 5'. M#t8s) OBASffWS 
B#WOB«fcOfWO««tcoc>rtt»»»K:j: 

o-cunrmx-^t^sii^So c©*§^. mifiEH^ 

u-f-M-^s*** ^©^yu-f-wy^x* h <yu 
-c-^ea-^cp-c^^^tB^y^*^ hxttafc**-? 
*f)^>, mmmmft<Dmm&&Lx^x ■bm&'too 
B«:isn'r^«:t^yu-r+*yyxi' hNP i. n so 
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8 

P2«. »fPiittayu^+*ys?*i'hPoi3&isijs 

*<rvt>$mti> e>*.*fr£ cc«fc sijtss^swr y - ^ 

[ooi i ] ^u-ftit, pt#^0B©ie@{i 

t^y* * h p i &mmu®M*imtz>icitoK.. y u 
■Y+^y^x* hpo na^yu^-f^y^x* h p 
o2. po3©ieg<agtf6j^^ji^icji^^*^ 
s. c©iis©i5}iij^y-A©jttfx«y-A±©ffisai 

A/Ct> S flMStt*H*ftl ShT. ifcEfc&SiBI 0 j£ 6 ft S . 

^ncc^r, y-A©SD£3£-iifa±-c#. rca^ 
^oiiu-cy- Ay u j Lfcoajs-fesec s-asy- 
A*5||3ir^So 

[0012] £/c. c©nsfe^d©y-A«. yu^t^ 
y-^x? h wmxi* sb$is!£— ©sra <}#^b$h) k 

WBW S frBWIHIWK f A UX ^ S. tf »© 

*5%u-cc>4. ssamiyu-f+t*. 

Sg%^U-(t*^i» h©«S&%BI^L-t<!:*^6- 

3&>6«*ms«c(r^e©^«icfi-c*o-c. 
©<b#ccij5*s€:Sw*(,>fiia^jg-rs©tcs-rsB$iffl 

ilHfIg^TSe%OfIJg©B#raiC3Mi3;nSo -^b$ 

ti^yu^i'©fiH'ppj#g)ocyn'i'^yyxi' h 

cnccfcoT, y-A©5ISgJS^BSlSJS i &itStoSCi{C 
yu-ftB. ^{Cff^JlO^AS^y-Ayu-f?: 
*l/tfCi«c0:i. «fc>5STSL<«. J#%l^lB**l«l/ 
-r«»i»flWSpM8tt «fc 9 (C. »%^lffl©3!«9Wlffl*» 



(6) 
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[0 0 1 3 ] £i±CO<fc^fty-Artg&<Dr, CtDUte 
0«©y-A« % *><ftiU«:btt#6«* (3>fcTa- 

So 

[0014] tt*5, 0 1 ©y- Aifflt^ t£BS<Df§B& 

ct*}giirfe<. erne, j|«m«cHttM«K9!T 

tSB <«T TLCDj ) 1 2S0«f¥*l2O— 

tUftyW * * 1 3 tt, ^U^f*^x^K3D8lll 

fc»6MWM >T v ****tf. CPUlltclt RAM 

Wo RAM14«, »a*RfflpIllBtt*W*^*y-C 
*o-C, y~A$!m<Dtc&><D7 : -2%:— B#Etttt"S. R 30 
AM14©E«««©8^tt. StiftDH4*#JiRts?M 
HJTS. i^W§K 1 5 LCD 1 2 

^*JttUtLCD 1 2te^A4fcft©llB4dtf. * 
fc, CPU1 1«C«, y-Ajf$RSBtt«<*<0—WI<Dy- 
A#- b *) vl?2 0**RgaE«:SSttr4«:«&O3*^ 
* 1 6*s»«3n-5. CPUIHCW:, lXtttt»©« 
fy-A»10S:8«lt, AiO»*y-A*^U-f 
oJ#gicrS/c^(D3^^^ 1 71)U>Z-7 1 8 

4MTS»Sn5. 40 
[0 0 1 6] y-A*7-h U 9^2 0lt 3*^*16 

0, ROM2 2M^-^7^RAM2 3 4rtlLt 
l^S. *Ut, ROM22Rtf^^7^RAM2 3 
* ij £ UfDiaB 24tr/H/t3*f*2 
lfcSS&Sft*. COROM2 2tt, watt^tyx 
«RtB#ffl^*yr*or, 8fflSOH8^H-i3<D7o 
— — htC7Sf A^fflflD/c^co^n y^A-r-^ 
*BJ©WfcEttLT<,>4. ^^7^RAM2 3«, 
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[0017] tete. ±a©ie»«r«, A^a 1 o 
r. rom 2 2 4rtjSL//cy-A^- h y *5>*bmiil 

C©»!8©«tl5a«ttCtiK:B6-r, CD-RO 
[0018] H3«C©*e9©— SB»«©y-AflMllE 

ttas# (rom) ©ytyv^oaKir**. 03 

tCtel>T, ROM2 2«, ^P^7Af-«Btt««2 
2 a, H«f f -drEflMI*2 2 b. 
tttt«2 2 cSW»Ff-^Ettl««2 2d^ 
*f. ^py7A7 ! -5fiett««2 2a& EtMM (JW 
T r««j RftvT-S) 22al-22a5^O 0 
22alCCtt, ^©B9te^T<fc5&^>:/n^ 
A#H5£W«cEtt3ft4. mM2 2a2t£te, 

A*H*fT5»fBBffi^a^A3&$E«3ti4. «82 
2a3&Cte, ^ , u-/+ccj:r>raiffi3*is^ , u-/+*^ 

jfflI^ay^A*JEtt3ti*. ccc, 

fiF6 ^ * -X«W»*©(ft* + 9 

««2 2a40Ctt, »M. «*. 5»<Z>»±»»* 
W«eift<h Lr««%r *fcfta>*«M«SK^a A 
#EttSft4. EttfM2 2a5tCtt« *^^>Kf r -^ 
EttfiM2 2 dfcEf*Sftrt>a^-*{C*rJi>-C * 

[0019] lB«T r -^$1^2 2 btt, + 

<x««tt) ^-^^n^nEtaorc* 
M/jN-r s r -f ^ a zmm u fcatcaKr -r ^ a ^ffijs 

[0 02 0 ] @4«y-AgIl OWl^WRAM 
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14 0Ktt««*iaJKW«:*rHr*4. EKOCfcl,* 
t, RAMHtt, IBtt««l 4 a- 1 4 d £$t? e IB 
tS«a«14a«, LCD12^3n^iI(mx n 

©tBffi (X«Xf-^) Wvzf (Mx N ; {IUM> 

m, N>n) *Etw & ^v^ftSffl&thxm^h 
F^sfcBttrr*. Ettt««i 4a«cE«3*irc>*7 s 

-£<£>5ft, LCD 1 2CC**pJtS0: IBM (XB 1 7 10 
U-A) CDJBHft (mX n )CD*i>^£:n- F*R# 
ffiTCi&Ccfc^ HBffl»0)W*HHIfc*«LCD 1 2±CC 
a^Sti*. fir, 1WiBffl***n-;b3i±S»£ 
B, (MXN) ©W***^**? 5 --*^ 

lcd 1 2®^«m««:#jST*jaistia-s»a 

«#) fiCifciot^StiS, Etft««U4b 
B, L C D 1 2 ©«^«H«:»*Er 5@tt (m x 
n) ©ttlXtt^a? *fc*ftfrrar FU* 
* (XBaMKf 5 -*) tEtWStWF^-ifW^iU 20 
xm>P>tii> 9 RVSMl 4bfcEtt3ft*fJi»7 f --* 

b* flbea>H5*#jiii/rBH8r*. 

[0 0 2 1 ] B1MM1 4 cB> m$L<D*7i>* 

9 h<Dttiiacwi**— ««eftr**« 1 4 c i - 1 4 

c n 4rSto. 14c 1^14c3IJ, 

mztiho ««uc4^i4c6». nmm^<ov\y 

^R^fSj*^-**— «FE«-rsfc2sE>{c«flashs. e 
tMMi4dtt. u^*««R^7^««r*0, 

[0 02 2 ] B5 ««»«SHO«*lRffl«r8il8-r*fca) 
CD 1 * v 5 & 5 (1 #XB l^o^) tcoiir ©7 s - 

W (X(^a^) B, 13 5 (a) C£*vrJ:5CC, iE^ 40 
ffj (XBQfcJB) K Ciiciot, ± 

fi©4ffl©z»ia=ftji5©if©»»*wa< <^i/-Y + 

M*ft<> SK^rSfrB, H5 (b) ^TJ;MC, 1 
6iS«^n-F (WT^C ra-Fj LKfa-fZ) ro 
-9, A^Fj rTRTJr^tt 1 6ii«3CDffi^i±*s#^6 

Bf<*7nSti5SP»r*4 B «Ftc. =i-F TOj Xfr^ 50 
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fe©BjE#JB©^**WS<«SKSn. i^FXffk?$> 
©BiE**©*#*BS<«7S3ti, 3-FT3, 6, 
9, Cj r^fe(DBiE*JBO*fftjKK:J:orEW6ti 

[0 0 2 3 ] Jrj£© 1 ocd^@ (l^P^) CD^SHJ 
fflMD/c#>K:B, 05 (c) tCTnfcfc^tC, 4k*7 hOf 
-££<££1LT, 4ffl©-«jZt=ft«©5ftOi*©tt« 

bdcmm r 1 j *Ettsi*T*j6*t*ii<«*L, »a 

TOj SrEtB3-li'r*JW«9l!i<«^'riCitca:S. 
— WiLT. jE*JB©*»*W4<*5K-r*»^B. ft 

rooooj ( l 6Ji«^3- f ro j ) 4 

*r0. IE:fr^±tt*Bt<^TS»&B k 
«s r 1 1 1 lj (n- F TFJ ) itt*. ffiot, Iff 
£05 (b) <D5*><D£<Dm7jkmmc-?Z>fr^ 1 Hffl 
»©««©WaK:fflST4E11«i«*W 

-Ai®S (X»^f-^) »CROM2 2(D««2 2a 
4Cc^n^^ARS3ti, y~A©PBtetePgOT ltiffi 

Ml 4bCc(EaS3tir— ^E«3tii. 
[0 024] H6 B«IWIIO«^ira«K9! a r&ft:ae) 

7 !r -^4*?Sfi*4©H»4^'rHr*S 0 a6JCfcl^ 

(a) &C7KT<i:^C, ^l/^fft^xi' FOSft-rS 

ft) 4WB#r*»h ^6(D»«)3f»*s*±^0» 
«> (a- F I" 6 J ) 4£±3&S0*4* (3-Frcj)T 
31*3*1, 256©ft©aB»3&J3- F T9 j XB T3J r 
«*3*i* SmftJ:0&#K ^-p/clg^O 

mi?ffiffiB, H6"(b) tc^-TJ:^^, r/u-f-M-:/^ 

f6HB, 06 (c) CCSkTA^CC, 7*l/>ftt^x^ 

4 £ o c (D^isi^ a urn icit^ x m i ^ khibh t k c ^ 

tWff <H6 (b) . (c) ) ©ttt^WIt «A«^U 

[0 025 ] 0 7 B, »»i5HCC»#»*«?3S«-4»^ 
T 1 WWCCB^jWMEriifPB, 07 (a) CCthT 
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%&xtt<Dm&Jifat / c4ffifrtcvi)nmffifflt lxu 
^c^x 2wmt<mwmm&?z> tziz, 07 

(b) ttC^?£*>tj;mmmttj:iO s y\,4*r*?i>* 

£tc, yUJ-V^Zfis*? h#±fr£CDt§^C:te 

^xft®&> iWMltm^ftnttrZttte, 137 10 

(c) ^m^x^mmmmtu^o. ^-/tt^x 
* bfrt>Rxmmmf<D&mftti5Wi <Dwm<Dm&¥>ft 

m^iao^xmw 2 mm icmmm&ufr? z 1 1 1*. 
07 (d) ^-t^^mmmmtun. y^^^t? 

mtbifmtcvmMmmtteZo mi < a > - 

(d) mmm<oft&&m:tmmm<D$Lit<DM$k<D 

—WZ^Tft, cft%<Dmffkffl( ( cms£2tiZ>i><DXterj; 

<, tnt><Dm%mz^(fCi,xm*te^v x--zs*y 20 

W*tf. £4*!>CD3R# (n— F r6 J X« 

[0 0 2 6] JWc, aVMItt'XT'ACDJ: QHMttftfr 

8-013) **JBL/-C*»W«CBHI«"*. 
[0 0 2 7 ] 18ttCO«?8©- mMO^-Afig^ 

gAlt^^- ^^^rffJI*r^<t, R OM 2 2 CD 

^P^AtcS-^T, CPU1 l^TOiH^^ 

¥-2mwfctett&w%ty<Dm.m<Dtc&<D%&m> ram 
2 3(cettsnTc^^? v y'^-zcowshmm, 

ft^x^? (Wlxtf3o) jilRU -£fte>£ 40 

(o&mctti&v zmmtmftc pui 1 tc j: oTtrfoft 
& 0 m<z7*vy'3itc*$\<>x, zj-?%m&nt>ti2> 0 

cvZJvimte. n^Mi y u-a (i/30#)fi 

[0 0 2 8] Xf; 7*4^*51^, ?'Wi*{ffi(D£-> 
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titfi. ccommM&i&vm 1 1 ^m^xnm^mm^r 
— *^*:/4tcfei,>T, y*u^fflij<D£~>r 

«*iT£ft&<h, x<f 9 7*7 tc^5i>r, 

h<Dffiffi#trh*iS. C<D^JItef£2i<D01 2£# 
ik?Z>ZtkfoZ><DX, ZOim&teXf'yy'KD'&tCZ 

?*vy'6tmffi<Dfim&nt>1riZ> 0 xf^'ex^r 
v y'KD'i^ zf~yy*8 fcte\,*xmmm&<D&J8MM& 
trbfi*. comma, yu^-t^y^*? b, 

mmw±<D^jmmx<!b*) % aa$©a 1 3 4#«aorg» 

8X£f&ztitci y u-Aftomtmii&T-Zfimfrtti 
^nr, 0 HC^<fc5&y-AB0«rt*LCD 1 2 sea 
S$Wo Xf-vfl OtcfcliT, >r-2*1$WT{jtcip 

7^ ^ ^2^10 . ^T-^^2- 1 OCDffijf^^Oil^n 

[0 0 2 9 ] H9tt»«^CC*WS*-rv«Hl©lf^ 

ti^i, ^-r»>^'2 2lcte^xy'is4^M<DZ->X$> 
ZcLfaWtJg. (mz-tfs y'loJ^oyvif&iLX&m) 

«»f5£B$H («*tf 1#) jBBft-rSSfCX^y^Z 6 CD 
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»9#IH**HiffiK:*5*3*iS <H1©SB#TD#JIII> . 

[0 03 01 B1 0«^L/-T+*^*^ hMllcW:/ 
;t/-^>^ d-?- + — h-c&& 0 xf'>7'3 lecbi* 
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Summary 
(57) [Abstract] 

[Objects of the Invention] By controlling a visual field by the player based on two or 
more coordinate positions and sense of a player object, when there are two or more 
operational player objects, the fun of a game is improved and the game equipment 
and the game information-storage medium which can stand the strategy on a game 
play are offered. 

[Elements of the Invention] It relates to displaying the non-player objects NP1 and 
NP2, such as a player object of two or more player objects (P01-P03), an enemy 
character, or a waging-war partner player, and background images, such as 
Obstruction alumnus, on a map. By controlling the visual field range to become the 
conditions by which the visual field of a player object is provided beforehand, it is 
the game attacked so that it may capture in search of the non-player objects NP1 
and NP2 in the range which can be checked by looking by the limited visual field or a 
damage may be given. 
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CLAIMS 



[Claim(s)] 

[Claim 1] Game equipment which encounters the non-player object which cannot be 
operated by the player when the display which displays the picture for a game 
characterized by providing the following is prepared in relation and moves a player 
object on a map It is the player object display-control program which it has 
[ program ] a processing means process the game program memorized by the 
operation means for [ of the aforementioned player object ] directing movement at 
least, and the aforementioned program storage means by operation of the program 
storage means and the player which memorize a game program, and displays two or 
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more player objects simultaneously on the aforementioned map as a game program 
by which the aforementioned program storage means is processed by the 
aforementioned processing means. The player object move control program to which 
answer operation of the aforementioned operation means, choose any one of two or 
more player objects as, and it is made to move The non-player object display- 
control program to which the display position of the aforementioned non-player 
object is changed regardless of operation of the aforementioned operation means 
The visual field range control program which make display the aforementioned non- 
player object which exists within the limits of it by displaying correspond within the 
limits on the distance which defines beforehand from the coordinate position where 
two or more aforementioned player objects exist brightly when making the 
aforementioned background image display it on the aforementioned display as the 
background-image display-control program to which a background image is displayed 
on the aforementioned display, enables the check by looking by the player, and 
prevents from checking by looking from a player the non-player object concerned 
which exists out of range 

[Claim 2] The aforementioned visual field range control program is game equipment 
according to claim 1 to which the range which can check a player by looking is 
changed based on the coordinate position on the aforementioned map on which two 
or more player objects exist, and the sense of each player object. 
[Claim 3] The aforementioned background-image display-control program is game 
equipment including the program made to display that a player cannot check by 
looking the field in which it hides with an obstruction when the aforementioned 
obstruction exists ahead rather than the coordinate position where the player object 
of plurality [ control program / visual field range / aforementioned ] exists including 
the program which displays an obstruction according to claim 1 . 
[Claim 4] Game equipment according to claim 1 to 3 characterized by providing the 
following It is the partner player object by which the aforementioned game 
equipment is the game which can operate its player object by turns with a waging- 
war partner, and the aforementioned non-player object is operated by the waging- 
war partner. The aforementioned non-player object display-control program is a 
program to which the aforementioned partner player object is displayed, and the 
display position is changed including the enemy character which affects a player 
object. The program to which the aforementioned enemy character is displayed and 
the display position is changed 

[Claim 5] The display which displays the picture for a game A processing means for 
the operation means for directing movement of a player object to be established in 
relation, and to process a game program The player object display-control program 
which it is [ program ] the game information-storage medium equipped with the 
above, and displays two or more player objects simultaneously on the 
aforementioned map, The player object move control program to which answer 
operation of the aforementioned operation means, choose any one of two or more 
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player objects as, and it is made to move, The non-player object display-control 
program to which the display position of the aforementioned non-player object is 
changed regardless of operation of the aforementioned operation means, When 
making the aforementioned background image display it on the aforementioned 
display as the background-image display-control program to which the 
aforementioned background image is displayed on the aforementioned display, By 
displaying correspond within the limits on the distance beforehand defined from the 
coordinate position where two or more aforementioned player objects exist brightly 
The aforementioned non-player object which exists within the limits of it is displayed, 
the check by looking by the player is enabled, and it is characterized by memorizing 
the visual field range control program which prevents from checking by looking from 
a player the aforementioned non-player object concerned which exists out of range. 
[Claim 6] The aforementioned visual field range control- program is a game 
information-storage medium according to claim 5 to which the range which can 
check a player by looking is changed based on the coordinate position on the 
aforementioned map on which two or more player objects exist, and the sense of 
each player object. 

[Claim 7] The aforementioned background-image display-control program is game 
equipment including the program made to display that a player cannot check by 
looking the field in which it hides with an obstruction when the aforementioned 
obstruction exists ahead rather than the coordinate position where the player object 
of plurality [ control program / visual field range / aforementioned ] exists including 
the program which displays an obstruction according to claim 5. 
[Claim 8] The game information-storage medium according to claim 5 to 7 
- characterized by providing the following It is the partner player object by which the 
aforementioned game is a game which can operate its player object by turns with a 
waging-war partner, and the aforementioned non-player object is operated by the 
waging-war partner. The aforementioned non-player object display-control program 
is a, program to which the aforementioned partner player object is displayed, and the 
display position is changed including the enemy character which affects a player 
object. The program to which the aforementioned enemy character is displayed and 
the display position is changed 

[Claim 9] It relates to game equipment equipped with a processing means for the 
display which displays the picture for a game, and the operation means for directing 
movement of a player object to be established in relation, and to process a game 
program. It is the game information-storage medium which memorizes the game 
program for performing the game which encounters the non-player object which 
cannot be operated by the player when it is equipped free [ attachment and 
detachment ] and a player object is moved on a map. The aforementioned game is a 
game which can be operated a waging-war partner and by turns so that its player 
object may be made to act the aforementioned non-player object The partner 
player object operated by the waging-war partner and the enemy character which 
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affects a player object are included. Furthermore, the player object display-control 
program on which two or more player objects are simultaneously displayed on the 
aforementioned map, The player object move control program to which answer 
operation of the aforementioned operation means, choose any one of two or more 
player objects as, and it is made to move, The non-player object display-control 
program to which the display position of the aforementioned non-player object is 
changed regardless of operation of the aforementioned operation means, When 
making the aforementioned background image display it on the aforementioned 
display as the background-image display-control program to which the 
aforementioned background image is displayed on the aforementioned display, By 
displaying correspond within the limits on the distance beforehand defined from the 
coordinate position where two or more aforementioned player objects exist brightly 
The visual field range control program which is made to display the non-player 
object which exists within the limits of it, enables the check by looking by the player, 
and prevents from checking by looking from a player the non-player object 
concerned which exists out of range, The action time switch control program for the 
aforementioned player and the aforementioned waging-war partner player switching 
possible [ action ] by turns, The time which can act its player object and the 
aforementioned partners player object is restricted at fixed time. [ aforementioned ] 
The game information-storage medium which memorized the remaining time display- 
control program in which the action for displaying the remaining time which can act 
the player object in the state where it can act is possible. 

[Claim 10] The remaining time display-control program in which the aforementioned 
action is possible is a game information-storage medium according to claim 9 
characterized by setting time shorter than the time taken to move in the screen top 
where the aforementioned player object is actually displayed on the aforementioned 
display as fixed time which can act. 
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[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] This invention relates to the game 
equipment and the game information-storage medium which improved the fun of a 
game by displaying about game equipment and a game information-storage medium 
in distinction from the range which is in sight in the game in which a player object 
pursues and captures non-player objects, such as an enemy character or a waging- 
war partner character, or repulses them especially, for example on the conditions by 
whjch the surrounding visual field of two or more player characters is provided 
beforehand, and the range which is not in sight. 
[0002] 

[Description of the Prior Art] In the game which captures the character of an animal 
or a fictitious animal (monster) conventionally, or repulses an enemy character, an 
operational player object (player character) is single, and control with the special 
visual field range was not carried out by the player. For example, all the backgrounds 
that exist around one player object were able to be checked by looking, or the 
conventional game could check by looking all the fields of the front which the player 
object has turned to, and did not have the game which controls a visual field based 
on two or more coordinate positions and sense of a player character in one screen. 
[0003] 

[Problem(s) to be Solved by the Invention] Since the above-mentioned conventional 
technology was not what controls a visual field based on two or more coordinate 
positions and sense of a player character, it was difficult for the enjoyment of a 
game to be missing and to change game expansion greatly by the strategy on a game 
play. Therefore, there was a trouble that it was tended to **** a player bored. 
[0004] So, the main purpose of this invention is offering the possible game 
equipment and the possible game information-storage medium of improving the 
enjoyment of a game or standing the strategy on a game play by controlling a visual 
field by the player based on two or more coordinate positions and sense of a player 
character, when there are two or more operational player objects (or player 
character). Other purposes of this invention are offering the game equipment and 
the game information-storage medium which can enjoy a prolonged play, without 
being able to go on a game, being able to improve the fun of a game and a player 
****ing bored, carrying out skillful ****** of two or more arrangement positions or 
move positions of a player character, and securing a visual field advantageous to a 
game play. 
[0005] 

[Means for Solving the Problem] This application the 1st invention (invention 
concerning a claim 1) is a display (if a correspondence relation with an example is 
shown) which displays the picture for a game. It is game equipment which 
encounters the non-player object (NP1, NP2) which cannot be operated by the 
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player when LCD12 is formed in relation and moves a player object (P01-P03) on a 
map. A program storage means to memorize a game program (ROM22), It has an 
operation means (13) for [ of a player object ] directing movement at least, and a 
processing means (CPU1 1) to process the game program memorized by the program 
storage means, by operation of a player. A program storage means memorizes a 
player object display-control program (S5 of drawing 8 ), a player object move 
control program (S32 of drawing 1 0 ), a background-image display-control program 
(S63 of drawing 1 3 for displaying alumnus), and a visual field range control program 
(S6 of drawing 8 , drawing 11 ) as a game program processed by the processing 
means. A player object display-control program displays two or more player objects 
simultaneously on a map. A player object move control program answers operation 
of an operation means, chooses any one of two or more player objects, and is moved. 
A non-player object display-control program changes the display position of a non- 
player object regardless of operation of an operation means. A background-image 
display-control program displays a background image on a display. When displaying a 
background image on the aforementioned display, a visual field range control program 
displays the non-player object which exists within the limits of it, enables the check 
by looking by the player, and prevents from checking by looking from a player the 
non-player object concerned which exists out of range by displaying correspond 
within the limits on the distance beforehand defined from the coordinate position 
where two or more player objects exist brightly. 

[0006] In the embodiment, a visual field range control program changes the range 
which can check a player by looking based on the coordinate position on the 
aforementioned map on which two or more player objects exist, and the sense of 
each player object. In the other embodiments, a background-image display-control 
program includes the program which displays an obstruction. A visual field range 
control program includes the program made to display that a player cannot check by 
looking the field in which it hides with an obstruction, when the aforementioned 
obstruction exists ahead rather than the coordinate position where two or more 
player objects exist. In the embodiment of further others, game equipment is the 
game which can operate its player object by turns with a waging-war partner. A 
non-player object contains the enemy character which affects the partner player 
object operated by the waging-war partner and a player object. A non-player object 
display-control program includes the program to which an enemy character is 
displayed as the program to which a partner player object is displayed and the 
display position is changed, and the display position is changed. 

[0007] The display as which this application the 2nd invention (invention concerning 
a claim 5) displays the picture for a game, It relates to game equipment equipped 
with a processing means for the operation means for directing movement of a player 
object to be established in relation, and to process a game program. When it is 
equipped free [ attachment and detachment ] and a player object is moved on a map, 
it is the game information-storage medium which memorizes the game program for 
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performing the game which encounters the non-player object which cannot be 
operated by the player. This game information-storage medium memorizes a player 
object display-control program, a player object move control program, a 
background-image display-control program, and a visual field range control program. 
A player object display-control program displays two or more player objects 
simultaneously on a map. A player object move control program answers operation 
of an operation means, chooses any one of two or more player objects, and is moved. 
A non-player object display-control program changes the display position of a non- 
player object regardless of operation of an operation means. A background-image 
display-control program displays a background image (for example, obstructions, 
such as a wall, a building, and a tree) on a display. When displaying a background 
image on a display, a visual field range control program displays the non-player 
object which exists within the limits of it, enables the check by looking by the player, 
and prevents from checking by looking from a player the non-player object 
concerned which exists out of range by displaying correspond within the limits on 
the distance beforehand defined from the coordinate position where two or more 
player objects exist brightly. 

[0008] The display as which this application the 3rd invention (invention concerning 
a claim 9) displays the picture for a game, It relates to game equipment equipped 
with a processing means for the operation means for directing movement of a player 
object to be established in relation, and to process a game program. When it is 
equipped free [ attachment and detachment ] and a player object is moved on a map, 
it is the game information-storage medium which memorizes the game program for 
performing the game which encounters the non-player object which cannot be 
operated by the player. This game is a game which can be operated a waging-war 
partner and by turns so that its player object may be made to act. A non-player 
object contains the partner player object operated by the waging-war partner and 
the enemy character which affects a player object. A game information-storage 
medium memorizes a player object display-control program, a player object move 
control program, a non-player object display-control program, a background-image 
display-control program, a visual field range control program, an action time switch 
control program, and the remaining time display-control program that can be acted. 
A player object display-control program displays two or more player objects 
simultaneously on a map. A player object move control program answers operation 
of an operation means, chooses any one of two or more player objects, and is moved. 
A non-player object display-control program changes the display position of a non- 
player object regardless of operation of an operation means. A background-image 
display-control program displays a background image on a display. When displaying a 
background image on a display, a visual field range control program displays the non- 
player object which exists within the limits of it, enables the check by looking by the 
player, and prevents from checking by looking from a player the non-player object 
concerned which exists out of range by displaying correspond within the limits on 



2002-66126 



10 



the distance beforehand defined from the coordinate position where two or more 
player objects exist brightly. A player and a waging-war partner player switch an 
action time switch control program possible [ action ] by turns. The time which can 
act its player player object and a partners player object is restricted at fixed time, 
and the remaining time display-control program which can act displays the remaining 
time which can act the player object in the state where it can act. 
[0009] 

[Effect of the Invention] According to this invention, by controlling a visual field by 
the player based on two or more coordinate positions and sense of a player 
character, when there are two or more operational player objects (or player 
character), the enjoyment of a game is improved or the possible game equipment 
and the possible game information-storage medium of standing the strategy on a 
game play are obtained. Moreover, the game equipment and the game information- 
storage medium which can enjoy a game play for a long period of time are obtained, 
without being able to improve the fun of a game and a player ****ing bored by going 
on a game, carrying out skillful ****** of two or more arrangement positions or 
move positions of a player character, and securing a visual field advantageous to a 
game play according to this invention. Furthermore, the strategy on a game can be 
stood taking the remaining time into consideration, since the remaining time which 
can act is displayed in the game to which the action time of a player object was 
restricted according to this invention, it becomes advantageous on a game strategy, 
and the interest of a game can be improved. 
[0010] 

[Example] Drawing 1 is drawing of the game screen in which an example of the 
contents of a game to which this invention is applied is shown. With reference to 
drawing 1 , the outline of the contents of a game of this example is explained. In this 
game, there are two or more (the example of illustration three, P01-P03) 
operational player objects (or player character) by the player. A player arranges 
these player objects P01-P03 in the coordinate position considered to be effective 
on a game play, chooses one in it (for example, P1), and is moved for a game play. At 
this time, the range of the visual field which a player can see on a screen is the 
range of fixed distance (for example, 4 blocks) in the direction which each player 
objects P1-P3 have turned to. For example, the range of a visual field is the triangle 
or fanning which spreads at the angle of 45 degrees to the 4-block front in the 
direction which the player objects P01-P03 have turned to, and when Obstructions 
(a brick block, tree, etc.) alumnus exist in the visual field within the limits, it will be in 
the state where it hides and is not visible about a front field from Obstruction 
alumnus with an obstruction. In this case, when the player object PO! with the non- 
player objects NP1 and NP2 operational even if it exists in non-player objects (the 
partner object which cannot operate the player itself, or enemy character), such as 
a player object of the enemy character which exists in the field besides the visual 
field range, and/or a waging-war partner, and the field of visual field within the limits 
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which hide and are not visible to Obstruction alumnus approaches, an attack will be 
devised suddenly. That is, for a player, behind time, an enemy character etc. will be 
captured, or it will become difficult to attack and to give a damage, and being unable 
to predict existence of a partner player object or an enemy character, or noticing an 
enemy character etc. will receive a damage from an enemy character etc. in 
response to the attack by unexpected attack conversely. 

[001 1] Therefore, a player needs to choose suitably the arrangement positions and 
sense of the player objects P02 and P03 other than player object P01, in order to 
secure a field of view advantageous to the player object P1 operational in a game 
after taking into consideration the arrangement position and number of Obstructions 
alumnus. Since the skill of this selection influences greatly advance of a game, or 
the victory or defeat on a game (result), the contingency to which the enemy 
character etc. lurks in the field which is not visible with the intellectual element and 
obstruction of a game strategy is added, and offense and defense are developed. 
The game which makes the feeling of being able to improve further and wanting to 
carry out the game play of the fun of a game repeatedly cause by it is realizable. 
[0012] Moreover, the action time-limit system which restricts the time when a 
player object can act at fixed time (having time) is used for the game of this example. 
Although various actions (for example, movement, the attack to an enemy character, 
shunting, use of an item, etc.) can be considered as an example of action, the 
example shows player waging war which changes the offense and defense by the 
side of an attack and defense. Specifically, when movement of an operational player 
object is started, fixed time has an attack side player from from, and time is given. It 
is chosen at the time of the grade which has here and is insufficient a little in 
whether it is of the same grade as the time taken to shunt to the position which 
does not receive an attack at the time of the next partner turn after time or action 
time is the movement magnitude of the grade which is not protruded from a screen 
even if it moves a player object, approaching to positions, such as an enemy 
character, and adding an attack. Since offense and defense will be changed if fixed 
time passes, the player concerned is replaced with a defense side from an attack 
side. Therefore, by the player concerned, since it also becomes impossible to move 
an operational player object during the attack time of a partner player, or to escape, 
it also needs to take into consideration time to shunt to the position which does not 
receive an attack by a partners player object in consideration of the position of the 
operational player object (for the player concerned itself, it is the same as an enemy 
character) of a partner player, and he needs to have it, and it needs to finish a play 
(turn) by within a time A game play will be enjoyed, while the feeling of tension and 
presence of a game will be raised and a player has sweaty palms by this. More 
preferably, it may have and the residual time of time may be expressed as a number 
or a sign so that it may have and can attack and shunt in consideration of time. 
When displaying with a sign, the remaining time display TD is formed, it has, and the 
round-head sign of the number corresponding to the number of seconds of time is 
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arranged circularly, in the shape of U character, etc., it has it, the color of a round- 
head sign is changed with the passage of time, it remains with elapsed time, and a 
program setup of the display also of any of time is enabled. 

[001 3] Since it is the above contents of a game, the game of this example is a game 
of a new genre called the "hide-and-seek battle" game which holds waging war with 
a partner (partner players, such as a computer or a friend), playing hide-and-seek. 
[0014] In addition, on the game screen of drawing 1 , although the case of the game 
using 2-dimensional picture expression was explained for simplification of 
explanation, the technical thought of this invention of it being applicable also to the 
game which used three-dimensional-image expression is natural. Moreover, although 
the case of a waging-war (battle) game was explained, if the visual field range 
control system of this example is used for the game of the genre which is not a 
waging-war game, it will point out that it is applicable to an action game, a roll 
pressing game, a simulation game, etc. Below, a concrete example is explained. 
[001 5] Drawing 2 is the block diagram of the game information-storage medium 
applied to the game equipment of one example of this invention, and it. In drawing 2 , 
game equipment 10 is a handheld game machine of housing which, on the other hand, 
equips a principal plane (front face) with the liquid crystal display (following "LCD") 
12 of an example of a display, and the operation switch 13 of an example of an 
operation means, and is constituted including CPU11 of an example of a processing 
means in housing (not shown). The operation switch 13 includes the switch of 
operation for directing the direction switch and operation for showing the move 
direction of a player object etc. While RAM14 is connected, the display-control 
circuit 15 is connected to CPU11. RAM14 is written in, is the semiconductor 
memory which can be read and stores the data for game processing temporarily. The 
detail of the storage region of RAM14 is explained with reference to below- 
mentioned drawing 4 . The display-control circuit 1 5 includes the drive circuit for 
carrying out the display drive of LCD12, and the circuit for generating the picture 
(display) data for a game and giving LCD12. Moreover, the connector 16 for 
connecting free [ attachment and detachment of the game cartridge 20 of an 
example of a game information-storage medium ] is connected to CPU1 1. 1 or two 
or more handheld game machines 10 are connected to CPU11, and the connector 17 
for enabling the play of a waging-war game with people is connected to it through an 
interface 18. 

[001 6] The game cartridge 20 forms in one side of housing the connector 21 
connected to a connector 16, and builds in ROM22 and backup RAM 23. And ROM22 
and the terminal of backup RAM 23 are connected to a connector 21 through the 
memory bank control circuit 24. This ROM22 is non-volatile memory or a read only 
memory, and has memorized the program data for the game processing shown in the 
flow chart of below-mentioned drawing 8 - drawing 13 fixed. Backup RAM 23 is 
written in, it is the memory which can be read, is backed up by the cell etc. (it 
prevents that demount from game equipment 10 and stored data disappears behind), 
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and stores temporarily backup data, such as monster data which the player gained 
by the game play, a score, a life, and an item. 

[0017] In addition, in the above-mentioned example, although the handheld game 
machine was explained as an example of game equipment 10, the technical thought 
of this invention is applied not only to a handheld game machine but to the video 
game machine used connecting with a home television set. Moreover, although the 
above-mentioned example explained the game cartridge which built in ROM22 as an 
example of a game information-storage medium, the technical thought of this 
invention can also use various kinds of information-storage .media, such as optical 
information-storage media, such as not only this but CD-ROM or DVD (digital one, 
versatility, and disk), a magneto-optic disk, and a magnetic disk. 
[0018] Drawing 3 is the illustration view of the memory map of the game 
information-storage medium (ROM) of one example of this invention. In drawing 3 , 
ROM22 contains program data storage area 22a, image data storage region 22b, 
monster data storage area 22c, and 22d of sound data storage areas. Program data 
storage area 22a contains a storage region (a "field" abbreviated name is carried out 
below) 22a1 to 22a5. In a field 22a1, a main program as shown in below-mentioned 
drawing 9 is memorized fixed. The operation state of the operation switch 1 3 is 
detected in a field 22a2, and the operation processing program which performs game 
processing according to the operation state is memorized to it. The object 
processing program for carrying out the display control of the non-player object 
which moves to a field 22a3 regardless of operation of the player object and player 
which are operated by the player is memorized. Here, enemy characters, such as a 
monster which adds an attack to a player object or has a certain influence, or an 
animal, a waging-war partners player object, etc. are contained in a non-player 
object. In a field 22a4, the background-image display program for displaying 
quiescence objects, such as a building, a tree, and a stone, etc. as a background 
image is memorized. Based on the data memorized by 22d of sound data storage 
areas, the speech processing program for generating the sound effect or game music 
of a sound data game is memorized by the storage region 22a5. 
[0019] Image data field 22b has memorized the image data for displaying two or 
more player objects, two or more monsters and the other object (non-player object), 
and background images (a building, a tree, stone, etc.). Monster data area 22c has 
memorized the feature (or attribute) data for two or more monsters of every, 
respectively. After this feature data acquired the data which change the range of a 
visual field according to the kind of monster, and the item which expands or reduces 
the visual field range, when the item concerned is used, the data in which the grade 
which can change the visual field range according to the kind of monster is shown 
are contained. 

[0020] Drawing 4 is drawing showing in illustration the storage region of RAM 14 built 
in game equipment 10. In drawing 4 , RAM 14 contains storage regions 14a-14d. 
Storage region 14a is used as a map storage region which memorizes the map (MxN; 
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however M>m f N>n) of one scene (or stage) which includes a latus map field rather 
than the screen (eye the measure or block of mxn) displayed on LCD12, and 
memorizes the code of background characters, such as an obstruction which should 
be displayed on the address corresponding to eye the measure or block on a map, by 
the text method. The background image for one screen is displayed on LCD 12 by 
reading the character code of one screen (or one frame) which can be displayed on 
LCD12 among the data memorized by storage region 14a within the limits (mxn). And 
when making a background screen scroll, it realizes by updating the read-out 
address of eye a measure which serves as an origin corresponding to the upper left 
section position of LCD12 among the background character data of the whole (MxN) 
map in the scrolling direction one by one (increment or decrement). Storage region 
14b is used for the address corresponding to eye the measure or block of in-every- 
direction fixed numbers (mxn) corresponding to the display rectangle of LCD12 as a 
visual field data map which memorizes visual field data (or cover data). The visual 
field data memorized by storage region 14b are explained with reference to below- 
mentioned drawing 5 . 

[0021] Moreover, storage region 14c contains field 14c1-14cn which stores 
temporarily two or more positions and sense of an object. For example, a field 14c1 
to T4c3 is used the coordinate data of each display position of a player object, and 
in order are suitable (vertical and horizontal any are they?) and to memorize data. 
Since a waging-war partner s coordinate data and sense data of a player object 
(seeing from a player one of the non-player objects) of each display position are 
stored temporarily, a field 14c4 to 14c6 is used. Since the coordinate data and 
sense data of a display position of an enemy character are stored temporarily, field 
14c7-14cn is used. 14d of storage regions is a register field and a flag field, and one 
of the register fields is used as a timer counter. 

[0022] Drawing 5 is drawing showing the relation between the data about one 
character (one measure or 1 block) for explaining the display principle of the visual 
field range, and the example of a display. In drawing 5 , one measure (or block) is 
divided into four vertical and horizontal isosceles triangles by drawing the diagonal 
line in a square (or square), as shown in drawing 5 (a). Which portion which portion of 
four isosceles triangles of right and left under besides is displayed brightly (it is 
visible to a player like), and is displayed darkly (not visible to a player) can consider 
16 kinds of combination as shown in hexadecimal display code (it is only called a 
"code" for short below) "0-9, A-F", as shown in drawing 5 (b). That is, the portion 
currently displayed white is a portion displayed brightly, and the portion shown in a 
gray by set of a point is a portion displayed darkly. The remaining half with the bright 
and slanting half into which that as which that as which especially the thing shown in 
code "0" is displayed brightly, and indicates the whole square to be with Sign F is 
displayed darkly, and indicates the whole square to be in code "3, 6, 9C" is divided 
by the square diagonal line is displayed darkly. 

[0023] For the display control of above-mentioned eye one measure (1 block), as 
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shown in drawing 5 (c), 4-bit data are used and it sets up how the thing of which 
position of the four isosceles triangles is displayed. For example, if it is determined 
as the left the right and the bottom a top and the corresponding bit is made to 
memorize logic "1" sequentially from a lower bit, it will display darkly, and if logic "0" 
is made to memorize, it will display brightly. As an example, when displaying the 
whole square brightly, visual field data are set to "0000" (hexadecimal display code 
"0"), and when displaying the whole square darkly, visual field data are set to "1 1 1 1" 
(code "F"). Therefore, into which display mode of drawing 5 (b) one measure is made 
should just store the visual field data corresponding to a desired display mode in the 
visual field range map which has a storage region equivalent to eye a measure in 
every direction [ for one screen (one frame) ]. A program setup is carried out to the 
field 22a4 of ROM22, on the occasion of the start of a game, the visual field data for 
one scene (map) are transmitted to visual field map field 14b of RAM14, and this 
visual field data is stored temporarily at every game scene (or stage). 
[0024] Drawing 6 is drawing showing the relation between the visual field data at the 
time of changing the standard visual field range and visual field range for explaining 
the display principle of the visual field range, and a display result. In drawing 6 the 
standard visual field range of a player object As shown in drawing 6 (a), in the 
direction (the direction of an arrow) turned to from the position (position of an 
arrow) where a player object exists eye four measures — a part — it is — a 
slanting portion on either side will be displayed by upward-slant-to-the-right slant 
(code "6") and left riser slant (code "C"), and the portion of an angle on either side 
will be displayed by the code "9" or "3" the direction from the position where a 
player object exists as the visual field range when a standard twist also becomes 
narrow is shown in drawing 6 (b) turned to — eye three measures — a part — it 
becomes on the contrary, the direction from the position where a player object 
exists as the visual field range when a standard twist also becomes large is shown in 
drawing 6 (c) turned to — eye five measures — a part — it become^ It compares 
with this standard visual field, and if it directs to use the item concerned by 
selection of a player when it is made to make it change regularly with kinds of for 
example, player object, or the item (medicine) by which the definition was carried out 
is acquired so that a visual field can be reduced or expanded, only the inside of a 
predetermined time may enable it, as for proper use of the narrow visual field range 
and a narrow latus visual field ( drawing 6 (b), (c)), to change the visual field range. 
[0025] Drawing 7 is drawing showing the relation between visual field data in case an 
obstruction exists in the visual field range, and a display result. In drawing 7 , when a 
player object is upward and an obstruction exists in front of 1 measure, it becomes a 
visual field range as shown in drawing 7 (a), and the visual field data in that case are 
illustrated. That is, it will see from a player object in this case, and only the amount 
of four measures can check by looking as a visual field range in the direction of slant 
on either side. When a player object is top Mukai and an obstruction exists in front 
of 2 measures, it becomes a visual field range as shown in drawing 7 (b), and it sees 
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from eye the measure and player object in front of [ of a player object ] one, and 
only the amount of four measures become a visual field range in the direction of 
slant on either side at two trains, respectively. Moreover, when a player object is 
upward and an obstruction exists in front of right slanting 1 measure, it becomes a 
visual field range as shown in drawing 7 (c), and it sees from a player object and only 
the left half of a standard visual field and the right slanting half of eye a measure 
serve as a visual field range. When a player object is top Mukai and an obstruction 
exists in front of right slanting 2 measure, it becomes a visual field range as shown 
in drawing 7 (d), and it sees from a player object and only the amount of left half [ of 
a standard visual field ], diagonal right 1 measure, and right slanting 1 train becomes 
a visual field range. In addition, although drawing 7 (a) - (d) shows an example of the 
relation of change between an obstruction's existence position and the visual field 
range, it is not limited to these examples of a display, refers to these regularity, and 
can consider various variations. For example, a slanting portion (a code "6" or 
portion of "C") is not visible, may be carried out, and you may display that the visual 
field range looks stair-like. 

[0026] Next, more detailed operation of a visual field control system is concretely 
explained with reference to drawing 1 - drawing 7 , and the flow chart ( drawing 8 - 
drawing 1 3 ) described below. 

[0027] Drawing 8 is a main routine flow chart for explaining the content of a game of 
one example of this invention. If an electric power switch is switched on and a start 
switch is pressed after a player connects the game cartridge 20 to a connector 17 
and makes game equipment 10 equip, based on the program of ROM22, CPU1 1 will 
start the following processings. That is, in Step 1 , screen-display processing for 
selection of arbitrary player objects when a large number [ the processing for the 
display of the obstruction in start processing of a waging-war game, for example, 
initialization of RAMI 4, and the game screen at the time of a start, reading 
processing of the backup data memorized by RAM23, and a player object ] etc. is 
performed. In Step 2, two or more (three [ for example, ]) selections of the player 
object to use a player are carried out, an initial arrangement position is chosen so 
that they may be arranged in a desired position, and one in it is chosen as an 
operational player object in a game play. According to tl^is, display processing 
corresponding to operation of a player is performed by CPU1 1. Timer processing is 
performed in continuing Step 3. Although this timer processing is performed by fixed 
time intervals, such as for example, every one frame (1 / 30 seconds), with , 
reference to below-mentioned drawing 9 , it explains in detail. 
[0028] In Step 4, it is judged whether it became the turn by the side of a player 
(time of action or an attack). Judgment of that it is the turn by the side of a player 
performs processing of a player object in Step 5. This processing is explained in 
detail with reference to below-mentioned drawing 10 . In Step 6, creation processing 
of a visual field map explains this processing in detail with reference to drawing 1 1 of 
the after-mentioned [ a line crack ]. On the other hand, in Step 4, judgment of that 
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it is not the turn by the side of a player (it is the turn by the side of a waging-war 
partner player) performs processing of a non-player object in Step 7. This 
processing is explained in detail with reference to below-mentioned drawing 1 2 . In 
addition, since a visual field may change when a non-player object interrupts the 
field of view of a player object, the processing as Step 6 that it is the same after 
Step 7 is performed in that case. In Step 8, generation processing of a display image 
is performed after Step 6 or Step 7. This processing is synthetic processing with the 
object containing a player object and a non-player object, and the background 
screen containing an obstruction, and is explained with reference to below- 
mentioned drawing /1 3 . Sub routine processing of these steps 3-8 will be repeated 
by every fixed time (for example, one frame) in parallel. In continuing Step 9, the 
display image data for one frame generated at Step 8 are read, and a game picture 
as shown in drawing 1 is displayed on LCD12. In Step 10, it is judged whether the 
game was completed or not, if the game is not completed, it returns to the above- 
mentioned step 2, and operation of Steps 2-10 is repeated. On the contrary, if it 
was judged that the game was completed, after the processing for a game end, for 
example, the processing which writes backup data in RAM23, will be performed in 
Step 1 1 , game processing operation is ended. 

[0029] Drawing 9 is the sub routine flow chart of the timer processing in waging-war 
processing. In Step 21, if it is judged for a pre- turn whether it is a waging-war 
partners (enemy player) turn and it is judged that it is the turn of an enemy player, 
in Step 22, setting processings (for example, the flag of a player is stood) will be 
carried out to it being the turn by the side of a player. On the other hand, judgment 
of that it is not the turn of an enemy player performs setting processings (for 
example, the flag of an enemy player is stood) of being the turn by the side of an 
enemy player in Step 23. Then, in Step 24, the initial value after turn change (for 
example/fixed time which can act to one turn) is set as a timer counter. In Step 25, 
it stands by acting, if it is judged whether the player object started movement or 
action and a certain action is not carried out. Judgment of having started a certain 
action starts a count-down of a timer counter in Step 26. And in Step 27, it is 
judged whether the counted value of a timer counter was set to 0 (zero), when 
counted value is not 0, whenever it carries out predetermined-time (for example, 1 
second) progress, processing of Step 26 is repeated, and the remaining time counts. 
This remaining time is displayed on a screen (refer to sign TD of drawing 1 ). On the 
other hand, if it is judged that the counted value of a timer counter was set to 0, it 
will return to Step 21 (or processing before a timer interrupt). 

[0030] Drawing 1 0 is the sub routine flow chart of player object processing. In Step 
31, based on whether the direction switch of the operation switch 13 was pushed, 
although movement of a player object was directed, it is judged whether it is no. 
When move directions are carried out, in Step 32, the movement magnitude of a 
player object is computed and an update process of display coordinate data is 
performed. On the other hand, when movement is not directed, it is judged whether 
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in Step 33, the enemy player object was encountered and the attack was directed. 
When an attack is directed, in SUTEBBU 34, the amount of damages given to an 
enemy player object is computed according to an offensive kind. In continuing Step 
35, in computer waging war, when it is waging war with a partner, after change 
processing of parameters, such as a life of an enemy player object, was performed, 
and processing which transmits the data of the amount of damages for which it 
asked in operation data or Step 34 to a waging-war partner is performed, it 
progresses to Step 36. On the other hand, when it is judged in Step 33 that the 
attack to an enemy player object is not directed, it progresses to Step 36 directly. In 
Step 36, it is judged whether the enemy character was encountered and the enemy 
character concerned was captured. When it captures, in Step 37, the rubbed copy of 
capture processing, for example, an enemy character, is taken, or processing of 
putting an enemy character into a rearing cage is performed, then — or if not 
capturing an enemy character in Step 36 is judged, it will return to the above- 
mentioned step 31 

[0031] Drawing 1 1 is the sub routine flow chart of the visual field map creation 
processing for visual field range processing. In Step 41, write-in processing of a 
code (it is "0" by hexadecimal display) in which what can be seen to initialization 
processing of a visual field map, for example, the area of a visual field map [ all 
measures / of one screen ], is expressed is performed. In Step 42, the coordinate 
data and sense data on the map on which the player objects P01-P03 exist are 
written in a field 14a1 to 14a3. In Step 43, the visual field size (kind of visual field 
range) of each player object is determined as which visual field range shown in 
drawing 6 (a) - drawing 6 (c) based on the kind of each player object. In Step 44, the 
code (C or 6) which shows what is brightly displayed on the code (F) or slanting half 
which shows what is not brightly displayed on each area of a visual field map [ a 
measure / besides the visual field range of each player object as which visual field 
size was determined ] is written in, respectively. The range of the visual field which 
carried out enlarging or contracting of the standard visual field or standard visual 
field actually displayed on the screen of LCD12 by this will be determined. In Step 
45, the coordinate data of an obstruction is read by searching the position of the 
obstruction alumnus set up on the background screen (or display), and acquiring the 
position data. In Step 46, eye a measure are covered with an obstruction is 
computed based on the coordinate data in which Obstruction alumnus exists, and 
the coordinate data in which each player objects P01-P03 are, and it is written in 
eye a measure were covered by the cover state based on the rule system shown in 
drawing 7 any of a code (1~F) according to the grade of cover they are. In Step 47, 
if having returned to Step 45 and having ended, when it was judged whether the 
re f erence an d processing based on the relation of the all the obstructions and each 
player object which exist on a visual field map were completed and having not ended 
was judged is judged, it will return to a main routine. Thus, visual field map creation 
is carried out and processing for changing the visual field range based on this visual 
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field map is performed. 

[0032] Drawing 12 is the sub routine flow chart of non-player object processing. In 
Step 51, in computer waging war, when it is waging war with a partner, after 
calculation of the data of an enemy player object of operation was performed, and 
acquisition processing of the operation data of the waging-war partner transmitted 
in Step 35 is performed, it progresses to Step 52. In Step 52, it is judged whether 
movement of the player object (enemy player object) of a waging-war partner player 
was directed. If it is judged that move directions were carried out, it will be updated 
in Step 53 by the coordinate after the coordinate data of an enemy player object 
moving. After it is judged that the move directions of the rear stirrup are not carried 
out in Step 52, it is judged in Step 54 whether the attack to a player object was 
directed. Judgment of that attack directions were carried out performs processing 
which decreases parameters, such as a life of a player object, or a damage, in Step 
55 based on the amount of damages which received by communications processing 
or was computed. After it is judged that the attack directions of the rear stirrup are 
not carried out in Step 54, in Step 56, appearance processing of an enemy character 
and/or move processing of an enemy character are performed. Then, it returns to 
Step 52 and processing of Steps 52-56 is repeated. 

[0033] Drawing 1 3 is an object and a sub routine flow chart for carrying out 
background screen composition and carrying out generation processing of the 
display image. In Step 61, the data in which the coordinate data and the sense of a 
player object, an enemy player object, and an enemy character are shown are 
incorporated, and the coordinate data of an obstruction is incorporated further. In 
Step 62, it is written in the area of the processing which arranges a player object, an 
enemy player object, an enemy character, and an obstruction on one scene or the 
map for one stage, and map storage region 14specifically corresponding to display 
position in code of these object or character a. Based on the visual field data 
memorized by the character code data for the image display of map storage region 
14a, and visual field map storage region 14b, the image data of each object 
memorized by ROM22 or a character is read, the image data for drawing for one 
frame (bit map data) is generated, it is given to the display-control circuit 1 5, and it 
is made to display on LCD12 in Step 63. 

[0034] Thus, while the visual field range is brightly displayed so that the direction 
turned to can be checked by looking from the coordinate position in which the player 
of a player object is based on fixed regularity, the other portion is darkly displayed 
on the screen of LCD12. Therefore, a player views and attacks enemy OPUJIEKUTO 
or the enemy character which exists in visual field within the limits, or becomes easy 
[ capturing ]. On the other hand, a player cannot view enemy player OPUJIEKUTO 
or the enemy character which exists out of the visual field range, and may attack it, 
or capturing not only becomes difficult, but it may receive a damage from enemy 
player OPUJIEKUTO or an enemy character in response to an unexpected attack- 
attack. And if offense and defense are changed, a turn is repeated and victory 
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conditions are reached until in waging war with a partner player or a computer it 
gives a partner the damage more than fixed or reaches the victory conditions of 
capturing the enemy character more than fixed numbers, one game play will be 
ended. 

[0035] In addition, although the above-mentioned example explained the case where 
a player object was not operated at the time of the turn of a partner player, you may 
enable rotation of only the sense of a player object during a partner turn. In this 
case, what is necessary is just to add further the processing which detects the 
sense of the player object newly directed by the player after the above-mentioned 
step 7, and the processing (equivalent to Step 6) which creates the visual field map 
according to the sense. By this, a visual field can be changed according to the sense 
of a player object. Therefore, the fun that the field of view where it was restricted to 
oneself can search for action of the enemy player object under partner turn and an 
enemy character can also be added. 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
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1 This document has been translated by computer. So the translation may not 
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3.1n the drawings, any words are not translated. 



DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] It is drawing of the game screen in which an example of the content of a 
game to which this invention is applied is shown. 

[Drawing 2] It is the block diagram of the game equipment of one example of this 
invention. 

[Drawing 3] It is the illustration view of the memory map of the game information- 
storage medium (ROM) of one example of this invention. 

[Drawing 4] It is the illustration view of the memory map of RAM built in game 
equipment. 

[Drawing 5] It is drawing showing the relation between the data about one character 
for explaining the display principle of the visual field range, and the example of a 
display. 
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[Drawing 6] It is drawing showing the relation between the visual field data at the 

time of changing the standard visual field range and visual field range for explaining 

the display principle of the visual field range, and a display result. 

[Drawing 7] It is drawing showing the relation between visual field data in case an 

obstruction exists in the visual field range, and a display result. 

[Drawing 8] It is a main routine flow chart for explaining the content of a game of 

one example of this invention. 

[Drawing 9] It is the sub routine flow chart of the timer processing in waging-war 
processing. 

[Drawing 1 0] It is the sub routine flow chart of player object processing. 
[Drawing 1 1] It is the sub routine flow chart of the visual field map creation 
processing for visual field range processing. 

[Drawing 12] It is the sub routine flow chart of non-player object processing. 
[Drawing 1 3] They are an object and a sub routine flow chart for carrying out 
background screen composition and carrying out generation processing of the 
display image. 
[Description of Notations] 
P01-P03; player object 
alumnus; obstruction 

NP1, NP2; non-player object (a waging-war partner player object and an enemy 
character are included) 

10; the handheld game machine of an example of game equipment 

1 1 ; CPU of an example of a processing means , 

1 2; the liquid crystal display of an example of a display (LCD) 

13; the operation switch of an example of an operation means 

14;RAM 

20; the game cartridge of an example of a game information-storage medium 

21; connector 

22;ROM 

23; backup RAM 
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DRAWINGS 




[Drawing 3] 
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[Drawing 5] 
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[Drawing 6] 
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[Drawing 7] 
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[Drawing 1 0] 
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[Drawing 1 1 ] 
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[Translation done.] 



